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Introduction 



Greetings Manhunter. Are those Orbs gelling you down? Arc you 
lost in New York with no place lo go? Cheer up! With this handy 
little book you'll be covering new ground in no lime - bul firsl, 
some background. 

As you make your way through Manhunttr: New York, you will 
learn what the evil orbs are up to. discover secrets of the 
underground human movement and find yourself on the trail of a 
deadly killer. To make progress in Monhuruer, you will do, use, 
or find things al various locations. Sometimes the solution is 
obvious - you would naturally use a crowbar to open a stuck 
window. Other solutions have clues in other parts of the city. 
Keep your eyes open. Search each location by moving your 
marker over every object that you sec. If you get stumped, travel 
to the other locations in the city. The clue you need may be across 
town. 

There is no score in Manhunter, If you make it to the end of the 
game, you've won. This hint book will get you through to the 
end. If you have a problem thai isn't covered here, feel free to 
contact Sierra's 24-Hour hint line at (209) 683-6858. 



How to use a hint book 

If you reach a point where you can't go any further, look through 
this book and find the day that you arc in and your location. Use 
your Adventure Window card by placing the red window over the 
patterned area to read your desired answer. Hints progress from 
mildly helpful to a direct answer* It's best to read them 
individually, and in sequence. Be sure to read only those hints 
you really need. 

How not to use this hint book 

The Orbs will not like it if you just scan through the book reading 
all the answers! You will lose a lot of enjoyment (and sleepless 
nights) in discovering the game- Read only those hints which are 
absolutely necessary, and as few of those as you can. 

If you have finished Manhunter 

After you have "won" the game, we invite you to check out the 
back of this book* It contains more interesting information. But 
be very cautious using this section! Don't even look at it until you 
have actually seen the end of Manhunttr* 

Thank you for purchasing Manhunter and this book. If you like 
this kind of game, let us know. Remember, the Orbs are watching 
you! 

Dave, Barry and Dee IKt 



Day 1 

I've watched ihc tracker so now what do I do? 



» - • 




Bellevue Hospital 

I sec the front of the hospital, what do I do now? 




I went through the hole in the wall, now what 




I am outside the hospital again and I am not going back inside. 
What do I do now? 




Trinily Church 
I traveled to Trinity Church. How do I get inside? 




I am inside, now what? 




What is the deal with the candles? 




You should follow Ihc target's trail by traveling to the locations 
thai your target visited. 

To travel, select Travel from the menu or press F3. Position the 
marker over Bellcvuc Hospital and press -*ENTER^. 



You need to find a way to get inside. 

Move the marker around until it becomes an arrow. 

Position the marker over the lower right corner of the building 
and it will change into an arrow. Then press CENTER*. 



Move the marker around the screen. When it goes over 
something interesting, it will change shape and a message will 
appear at the bottom of the screen. 

Position the marker over the cadaver's loc. 



Position the marker over the cadaver's face. 



You could select MAD from inventory (or press C>. Select Info 
and type in the name of the cadaver. 

You could travel to the next location the target went to (Trinity 
Church). 



Position your marker over the front door and it will change into 
an up arrow. Press CENTER*". 



Position your marker over one of the candle stands and it will 
change into a magnifying glass. Press CENTER*- for a closer 
look. 



Position marker over the matches and press CENTER*- to take 

one. 

Position the lit match over a candle wick and press CENTER 
to light it. 

The candles have a secret that you will be able to solve later when 
you have more clues. For now though, go back outside and then 
travel to the next location that the target went to. 



Flatbush Bar 

I am standing in from of ihc Flatbush Bar in Brooklyn, Whai do 1 
do now? 




I am inside the bar. now what'! 
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I've played ihc game and won. Wh3t do 1 do now? 




Prospect Park 

Vm at ihc entrance to the park (the Triumphal Arch). What now? 





Tm at ihc restrooms now. What do I do here? 




I'm sitting on the right commode, so what. 1 




Now I seem to be lost in the sewers! Help!! 





Position the marker over the door and press ^ENTER^ to go 
inside. Be careful, danger lies ahead- 



Position the marker over the video game and press CENTER*. 



You need to prove your worth to these thugs by winning the knife 
game. 

The object is to gel one knife in each finger gap without hilling a 
finger or going outside the hand area. 



Watch closely as he gives you the secret signal. 

You have now proved your worth and can play the video game 
without interruption. 



Go outside and travel to the next location thai your suspect went. 



Position the marker between the arch and it will change lo an up 
arrow. Press CENTER*. 



Go inside and check things out. 

Go lo the stall that the target went to. (The last one in the lady's 
room.) Sit on this commode. 



There is something you should do now. Can you figure out what 
it is? 

Remember the secret code that the bartender gave you after the 
knife contest in the bar? 

Flush three times. 



What you need is a map. 

You've seen the map to the sewer already, why don't you use it? 




Whal is (his. *omc kind of medal' 





Where do 1 go from here? 




Coney Island 

I am ul Coney Island, whal do I do here? 




The huckster keeps looking at me after I knock over the secret 
combination. What is that about? 



The video game maze thai you saw back ai ihe Flaibush Bar is the 
map to the sewer maze! You start in the same spot as the man in 
the maze game starts. Before you find your way to the end, go to 
each area in the maze where there is a magic square. Al each 
magic square location you will find a keycard. You should have 
12 keycards when you get to the end of the maze. 



What is that shiny ihing on the dock? 

Position the marker over the shiny thing on the dock. When il 
becomes a magnifying glass, press CENTER*-. 



Il is called a medallion. Position the marker over ii and press 
CENTER*- to take a. 



Look out the cave by positioning the marker over the cave and 
pressing CENTER 

What you see in the distance is your clue as to where you should 
go next. 

The ferris wheel that you sec in the distance is at Coney Island. 
Travel to Coney Island. 



There is only one place you can go here. Can you find it? 

Position your marker over the booths on the left. When the 
marker changes, press -^HNTER^v 



There is definitely something you should do hens! 

Don't those kewpie dolls look familiar? 

Remember the instructions to the video game in the bar, "the 
correct path leads you to the kewpie dolls..." 

When you take the shortest path to the end of the maze in the 
video game, you will pass over three magic squares thai will 
trigger three balls to be thrown that will knock over three kewpie 
dolls. Knock over the same three kewpie dolls in the same order. 



Knock over the third doll on the top shelf. Then the second doll 
on the second shelf and finally the fourth doll on the bottom shelf. 



Show him what he wants to see! 

If you show him ihe medallion, he will know that you arc on his 
side and give you a data card. 



Day 2 

I've walchcd the tracker for day two. what now? 




Grand Central Terminal 



Here 1 am at Grand Central, what do I do? 




Wretched Excess 
I'm trying to get inside but the blue dude won't let mc! 



I've made it past the first three punks hut the fourth one gets mc 
every time. What do I do? 




I'm inside now but 1 don't know what to do 




I am outside the Wretched Excess again, what do I do now? 
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Travel 10 the first place your large! was al (Grand Central). 



Position your marker over the activity at (he lower left of the 
screen and press CENTER*. 

Check out the activity and then travel to the next place your target 
went (the Wretched Excess in Grecnwhich Village). 



First, position your marker over the blue dude to get his name. 
Open MAD (press C). select info and type .n Louis Redman. 
Select Exit and then press C to close MAD. 

You will have to find another way to get inside. 

Position your marker over the alley and press CENTER*. 



Go forward but be alert, danger is near. 



Watch his arm closely. Whenever he lowers it. jump up. 
Whenever he raises it, duck down. When you go forward, save 
your game so thai if you do get killed, you don't have to start 
from the beginning. 



You need to tap the shoulder of the target you have been 
following. Be careful though, the rest of the audience came for 
the music and won't appreciate it if you bother them! 

Which one is the target you arc tracking? Think about it for a 
minute and if you can't figure it out. I'll tell you. 

The members of the audience at the Wretched Excess arc wearing 
their designer robes. The target you arc looking for just ran in 
here off the streets to hide after breaking into Grand Central 
Terminal. If you still can't figure it out. look at the next answer 
and we will spell it out for you! 

The target is wearing the brown robe. Get ready to grab the 
keycard that she drops! 



You should have 13 kcycards now. If you only have 12. go back 
inside and get the last one. 

If you have 13 keycards. open MAD. Select Tracker. Tag the 
second target by positioning your marker over the middle target 
and press CENTER 



Go inside and look at the bulletin boards. Which note did your 
target leave? 

You don't have enough clues yet to determine which note he left, 
but you will soon. Travel to Central Park. 



There is only one safe path through the park. 

Look at the tracker and outline their path on the map of Central 
Park that was enclosed with the game. Put an X at every spot that 
they stop at. Close the computer and use your map to find your 
way through the park. 

If you still can't Find your way through the park, use your 
Adventure Window card to locate the correct path. Be sure to 
take the crowbar when you find it. 
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Vend-o-Deli 

I Iravclcd back to ihc deli bul now whal? 




I'm Mill a littler confused. Who are Anna and Harvev? 



n 





Position the marker over his head and press CENTER *\ 
Position the marker over his forehead. 
Back up. 

Position the marker over the staff on the ground next to the body 
and press CENTER 

Notice the name on the handkerchief (H. Osborne). Also notice 
the name Anna. 

Back up. 

Notice the word the corpse tried to write on the rock. 

What he tried to write on the rock is ihc last name of his 
murderer! 

What do you think is his first name? 

The answer is on the data card. Select Data Card from Inventory. 
Still stumped? I would say thai the murderer is trouble. 
Phil is trouble. 

So Phil is the murderer's first name and his last name is Coo 
something. 

We give you another clue to the murderer's last name right after 
you look at the sign at Strawberry Fields. Go back and look 
again. 



Don't get your goose "cooked"... The last name of the murderer 
is Coo...k! Phil Cook! Open MAD. select Info and type in Phil 
Cook. Then travel back to the Deli. 



Go to the bulletin board that the suspect went to. If you forgot, 
use the tracker to replay that scene. 

It was the bulletin board nearest the back wall. Go there and find 
the note that H. Osborne left. 

It is the only note that is signed by a name starting with an H. 
(Harvey). 

The dead man in the park is Harvey Osborne! Open MAD. select 
Info and type in Harvey Osborne. Select Repeat and type in Anna 
Osborne. Anna Osborne is Harvey's wife and the target you 
tracked on day I. 



She is the one that set the bomb at the hospital to sec what was 
going on inside. Then she hid something at Trinity Church. She 
went to the Flatbush bar to copy the maze. At the ladies room at 
Prospect Park, she used the three-flush code to gel to the sewers 
and dropped the medallion on the dock before leaving in her boat. 
The next night. Anna, her husband Harvey and someone else 
broke into Grand Central to steal a maintenance robot. Then they 
split up and Anna went to the Wretched Excess to hide. That is 
when she knocked you out. Then she returned home (W. 82nd). 





W. 82nd 

Here I am at W. 82nd. Should I gn inside? 





I've seen all 1 want to sec here! Where to now? 




I am al the museum but how do I get in? 




But the back doors arc locked! 




Meanwhile, Harvey weni to Vend-o-Deli to put a note on the 
bulletin board. Here he met up with Phil who he thought was a 
friend. Phil lured him into Central Park, where he murdered him. 
And you still haven't found the stolen robot! 



Open MAD and select Tracker. At Grand Central, tag the third 
target. 

When the third target gets to the American Museum of Natural 
History, trace his path on the diagram of the museum that is on 
the map that was enclosed with the game. Travel to Harvey and 
Anna's apartment on W. 82nd. 



Yes! Go inside and position the marker over the sack on the floor. 
Take the key and then back up. 

Press the button on the back wall by the door. 

Position the marker over the body and press CENTER** It 
looks like Phil got here before you! 



Travel to the museum. 



Position the marker over the right side of the building. When it 
becomes an arrow pointing to the right, press CENTER*-. 



Usually you use a key to open a lock. 

Select the key from Inventory (the one you got at the Osborne's 
upartmcni). Position the marker over the open door and press 
-•ENTER*- to enter. 



Follow the path that the target in the Tracker took. You should 
have draw n it on the diagram of the museum that is on the map 
that was enclosed with the game. 

Or you can follow the arrows. 





I got the big door opcn t should 1 keep going ? 



Well . I found ihe stolen maintenance robot, what a mew! How do 
I get out of here? 




1 1 




You musi have something you could use 10 move lhal heavy 
crossbar. 

Maybe something you found in the park? 
Select Crowbar from Inventory. 

The creature thinks you are working for the orbs. 

Maybe you could show him something that would make him think 
you arc friendly. 

Show the creature the Medallion. 



Go forward until you get to the end. 



You'd belter look around before you go! 
Look at the diagram on (he blackboard. 
Look at the dead man's arm. 

Take the module and draw a picture of the tattoo on his upper 
arm. 

Select Travel. 



Anna. Harvey and the dead man at the museum were the three 
targets that broke into Grand Central Terminal. They wanted to 
sec what the orbs were hiding in there and why it was off limits. 
They also wanted to steal a maintenance robot to get the module 
that was inside it. Then, the dead man in (he museum took the 
robot to a secrel room at (he end of the museum. Just as you 
caught up with him. he was taking the robot apart to gel to the 
module and it blew up. 



Day 3 



I've watched the tracker, what do 1 do now'.' 




I've found the dead orb. what now? 




Triniiy Church 

I am back at the church. What's new? 




So I am at the correct candles, now what? 



Aha. I've found the secret compartment, what do I do now? 





Theater in Times Square 



How do I eet inside the theater? 
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I am inside the theater now. which way do ! go? 





Now ] am inside the office, so what? 



Tra\c! to Greenwood Cemetery. 



Look closely for clues. 

The clues are on the tombstone that is at the end of the grave that 
the orb is planted on. 

The clues are Tim Jones and that he is survived by his father. Tim 
Jones is not in info because he is deceased. Reno Davis was in 
info because the orbs didn't want you to know that Reno is 
deceased. Travel to Trinity Church. 



Go to the same candles that Anna went to on day I . 
Go to the candles on the left side. 

You have seen the clue for the candles, use it! 
Remember the tattoo on the dead man in the museum'.' 



Light the three candles that are indicated by the tattoo (the first 
candle on the top shelf, the third candle on the middle shelf, the 
fourth candle on the bottom shelf). 



Take the module. 

Notice the three symbols on the door to the secret compartment. 
(Cross on the front, star, and the horizontal lines with one vertical 
on the inside.) Travel to the theater in Times Square. 



Before you go inside, did you notice the poster on the wall? 
Position the marker over the poster and press CENTER *\ Then 
press CENTER* again to back up. 

Position the marker over the front door to the theater and press 
CENTER*. 



Go through the office door on the right wall. 



Position the marker over the small pictures on the right side of the 
hack wall. Whoever's office this is apparently has a son. 



1 found the hidden safe bui I have no idea what the combination 



is. 




AbdulS Pawn Shop 

Should I go inside Abdul's Pawn Shop? It looks dangerous! 




I've found Abdul but I keep losing my head. What am I doing 
wrong? 




I am in a dark corridor, what now? 




I can't figure oui the combination lo the first picture! 





I can't figure out the combination to the second picture! 





I can't figure out the combination lo the third picture! 




Position ihc marker over ihc big piciurc on the led side of the 
back wall and press CENTER*-. Then press CENTER* again 
for a close up of the cypher lock. 



Thai's because you haven "I seen thai clue yel! Travel to Abdul's 
Pawn Shop. 



It is dangerous but go inside anyway! 



You need to select the right combination of badges to show Abdul 
that you arc friendly. 

Do any of the badges look familiar? 

Pick the three badges that match the symbols on the door above 
the candles in the church (cross, star and horizontal lines). 



Look at the sign above the door. 
Look at the picture on the wall. 



If you press the right combination of buttons, you will open the 
door. The answer is in the picture. 

There are two numbers in this combination. 

Sometimes it helps to stand on your head. 

Look at the picture upside down. Look at the shadows. 

The answer is 4-1. (The tree shadows spell out these numbers 
when you look at them upside down.) 

There are four numbers in this combination. 
You won t find the numbers hidden in the picture. 
You don't count anything in the picture. 
What holiday docs the picture represent? 
When is Halloween? 

Halloween is on 10-31. The secret combination is 1031. 



There are three numbers in this combination. 




I can "I figure out the combination to the fourth picture! 
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Should 1 go near the dead bodv? 






I've seen all I wanl lo of (his cadaver, where to now? 




Phil keeps murdering me. Whal am I doing wrong? 




I finally beal Phil! Whal is my nexi move? 




Theater in Times Square 
Here I am at the theater again. What should I do? 



Look at these numbers 1234567890 and men look al the picture 

again. 

Look at the arrows. The first arrow points to the left of the three, 
the last arrow points to the right of the three. What is to the left 
and what is to the right of a three? (2 and 4. ) 

The math is in ihe middle. 3 + 3 = 6. 

The answer is 264. 



There are three numbers in this combination. 

The answer is in ihe vase. 

Look at the dead twigs. 

Count the branches on the dead twigs. 

The answer is 425. 



Of course! 

Notice the P on his forehead. Looks like Phil has been here just 
ahead of you. 

Don't back up until you know the corpse's first name. 
Look at his lapel. 



His name is Harry. 



Go to the only place you can go, around the corner. 



Watch his knife hand. When he drops it, jump. When he raises it. 
duck. When he moves to a neutral position, punch. A defensive 
move will override an offensive move so if Phil moves his knife 
hand after you start a punch, select the appropriate defensive 
move (jump or duck). Be patient and you will soon defeat him! 



Pick up the note he dropped. 

Can you think of somewhere you might be able to use this 
number? 

That's right, click the opening in the ceiling above the ladder and 
then travel to the theater in Times Square. 



If you forgot the number on the note, open MAD. select Info and 
type NOTES. Write down or remember that number and close 
MAD. 



The Kmpire State Building 

I am in front of ihc Empire State Building. How do 1 get inside? 





I'm in someone's office and don't know what 10 do. 




I'm in front of the computer but it doesn't seem to be working. 
What do 1 do? 




I give up. what's the password? 




I have gained access to ihc computer but should I continue? 




What arc ihc lour sites and what are the correct settings? 




OK, I am done using the computer, now what? 



Go to the safe and type in the code (843769). 

Take the note in the safe. Travel to Phil's address (the Empire 
Slate Building). 



Position the marker over the front door and press CENTER*. 



Position the marker over the computer on the table and press 
CENTER*. 



Turn it on. 

Position the marker over the on/off switch and press CENTER ► 
to turn it on. 



You found it in the safe in the theater. 
The answer is UCUCC. 



You probably shouldn't, but do it anyway! Position the marker 
over the Continue button and press CENTER*-. 

Alpha. Beta. Gamma and Delta are the code words for the four 
orb strongholds in the city. You can get information on these sites 
by clicking the appropriate boxes. Try to figure out the location 
of the four sites and to make changes that will help your quest. 



Alpha is Bel lev ue Hospital . This is where the orbs are convening 
humans into a food source! Assign the guard robot hall security. 

Beta is Grand Central Terminal. This is where the orbs are hiding 
and repairing their spaceship fleet including the Mothcrship. 
Remember Harvey's note that he wrote after breaking into Grand 
Central? "We saw the mother..." 

Gamma is the Statue of Liberty. This is where the orbs are 
generating the red gas that colors the sky. makes it easier for the 
orbs to breath and makes humans sluggish and easier for the orbs 
to control. Assign the guard robot to Ground Patrol. 

Delta is the Empire State Building. It houses the Orb Alliance's 
Main Computer. 



Select Quit until you back away from the computer and arc 
standing in the office. Then save your game! 




Whul do I do with this Signal Tracking Syslcm? 




I've watched myself use Phil's computer and then saw myself go 
home. I don't want to be transferred to Chicago (and end up like 
Reno Davis!). I need to do something quick. Help! 





Harry's Apartment 

1 am at Harry's apartment hut haven't found anything useful. 




Bellevuf Hospital 

Where do I go at the hospital? 




Now I am stuck in a room with a big pile of oones! How do 1 get 
out of here? 
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Select Travel 



Press Repeal. A signal will enter ihc screen from ihc port ai the 
bottom of the screen. Position your marker over lhat signal and 
press CENTER* to tag it. If you lose sight of it. press Repeat 
and try again. 



Remember the dead man under Abdul's Pawn Shop? Did you 
figure out his name yet? 

You found his first name on his lapel (Harry). What is his last 

name? 

Remember the dead orb at Greenwood Cemetery? That orb was 
killed by Harry after the orbs killed Harry's son. In defiance, 
Harry placed the orb shish-kc-bob on his son's grave. Then he 
went to his office al the theater in Times Square and put the secret 
code 10 Phil's computer in his wall safe. Later, he met up with 
Phil who led him to the pawn shop. Under the paw n shop. Phil 
murdered Harry to get the combination to his safe, li was right 
after that occurred that you caught up with Phil. 

The name of the son is Tim Jooes. The name of the father is 
Harry Jones. Open MAD. select Info and type Harry loncs. 



Travel to Harry's apartment. It is at the south lip of Manhattan 
Island. 



The diagram on the blackboard at the end of the museum was a 
map of Harry's apartment and indicated where something useful 

is. 

There is something useful at the radio! 
Maybe there is something inside the radio. 
When you are looking al the radio, use the crowbar. 
Take the module. Then travel to Bellcvue Hospital. 



Go inside the same way you did before. If you used Phil's 
computer properly, the robot guard should be gone! Go through 
the doorway lhat the robot is no longer standing in. 



Position the marker over ihe air vent above the bone pile and 
press CENTER*-. 



How do I get rid of this screen? 




! keep getting shot when I try to go inside. What do I do now? 




What do I do at the control panel? 




I am in a climbing maze. How do I get out of here without getting 
hit by a jolt of electricity? 




I urn outside the hospital again. Where do I go now? 




Grand Central Terminal 

I am in front of Grand Central, what now? 




The vent is open, is it safe to go inside? 




I am looking at the ship** cockpit but nothing seems to be 
working. 




You Will need 10 pry it out of there. 
Select the crowbar from Inventory. 



Wait until the guard robot leaves. If he doesn't leave with the orb. 
you didn't program him correctly in Phil's computer. 

After the guard robot leaves, position the marker over the control 
panel and press CENTER*. 



Take the module! 

Position the marker over the red handle and move it up or down 
to get the belt moving. Then position the marker over the top of 
the ladder until it turns into an up arrow, press CENTER*-. 

If you moved the handle the wrong way. you will get another 
chance to move it the other direction. 



There arc no tricks here, you just need to avoid the jolts of 
electricity and try to find your way to the window. Save your 
game often and then when you die you can restore your game 
instead of starling over. 



Travel to Grand Central Terminal. 



Go to the vent that was damaged earlier. 

The repairs arc complete. How arc you going to get through 
here? 

Maybe you should try to pry the vent back again. 
Select the crowbar from inventory. 

Position the marker over the ship and press CENTER ► to go 

inside it. 

The ship needs four things before you can turn it on. 

Select the four modules from inventory. 

After the modules arc in, find the power button and press it <j usl 
to the left of the view screen). 



The power is on now. whai next'. 1 



I've died more limes lhan I care lo count, what is the right thing to 

do? 



I've taken off but can't tlnd the exit. 




In the Spaceship 

I saw Phil take off in his ship and I'm in the cockpit of my ship. 
What do I do now? 
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Ready in Bomb 

I am ready to bomb something but don't know what lo bomb. 

HEDBDR 

RXS3EI 




This would be a good place to save a game. 

Several buttons arc active now. Try pressing some of them 



You need to close the hatch first thing. Press the hatch button. It 
i* the middle one at the bottom. 



You need to open the exit door on the right wall before you lake 
off. If you have taken off without opening the exit door first, land 
the ship on the pad that it took off from. Then you will have the 
opportunity to open the exit door. 



Make sure that the four bombs arc armed. They are just right of 
the view screen. If they are not lit up. press the switch at the base 
of the four lights. 

If the viewscreen is not on. press the button below h. 



When the view screen is on. position the marker over the screen 
and press CENTER*- for a closeup. 



You have four bombs and there are four targets for you to bomb 



The four targets arc the four orb strongholds that you learned 
about when you used Phil's computer. 

Your four targets are: 

1. Alpha; Bellcvue Hospital. The orbs arc using the hospital to 
experiment on using humans as a food source and most of the 
orbs arc concentrated here. 

2. Beta: Grand Central Terminal. The orb fleet of spaceships 
are stored here, including the mother ship. (Remember 
Harvey's note in the deli. "We saw the mother...") 

3. Gamma: Statue of Liberty. This is where the orbs make the 
red gas that they pollute the atmosphere with. (Remember the 
data card message, "Destroy the Lady...") 

4. Delta: the Empire State Building. The Orb Alliance's Main 
Computer is located here. 

If you don't know where the Statue of Liberty, the Empire State 
Building, Grand Central Station or Bellcvue Hospital is, you can 
find them on the map that was enclosed with the game. 

After you bomb the four sites, you have smashed the orb presence 
m the city and made it safe once again for humankind! 



AFTER THE END 



This section contains information about things you may not have 
seen while playing the game and other useful information. 

After "the end" of the game, did you try; 




Location of aseful objects and information: 
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Did vou die at Bellevuc Hospital after looking ai the face of the 
cadaver? If not. look at the face and don't back up. 

Did you die at Abdul's Pawn Shop? If not. select a wrong badge 
from Abdul. 

Did you die at the hands of the creature in the museum? If not, 
just don't show the creature the medallion. 

Did you die at the Flatbush Bar? If not. throw a knife and hit the 
bartender on the finger. 

Did you get thrown out at the Flatbush Bar 9 If not. throw a knife 
outside of the bartender's hand area. 

When using Phil's computer, set the Gamma Security to Air 
Security. Then try »> bomb the Statue of Liberty. 

When using Phil's computer, did you select internal security and 
watch yourself get zapped? 



Modules: 

Module A: Behind secret door at Trinity Church. 
Module B: In the dead man's hand in the museum. 
Module C: In the radio at Harry Jones's apartment. 
Module D: In the control panel in Bellevuc Hospital. 



Crowbar: Behind the green bush in Central Park. 

Medallion; On the dock in the grotto at the end of the sewers that 
arc under the rcstrooms at Prospect Park. 

Keycards: 12 arc in the sewers under the Prospect Park 
rcstrooms. Anna has one more that she drops when she hits you in 
the Wretched Excess. 

Datacard: You get the datacard from the huckster at the kewpic 
doll booth at Coney Island. 

Combination to the wall safe at the theater: Phil drops it when you 
punch him under the pawn shop. (843769) 

Access code lo Phil's computer: In the wall safe at the theater. 
(UCUCC) 

Combination to the candles: The tattoo on the dead man's arm at 
the end of the museum. 

Map to the maze under the rcstrooms at Prospect Park: It matches 
the maze on the video game at the bar which is also included on 
the map that was included with the game. 

Combination to the kewpic dolls: Take the shortest correct path to 
the end of the video game in the bar and you will knock over three 
kewpic dolls. Knock the same three over in the same order. 

The key to the museum: In the sack in Harvey and Anna's 
apartment 

The combination to get past Abdul: The correct symbols to pick 
arc on the secret door in Trinity Church. 



WALK THROUGH 

Don't read Ihc following area unless you have finished and wan! 
to learn ihc most efficient way to complete the game or unless 
you've given up because you think the game is too hard and just 
want to be led through it. It is more fun to use the hint section first 
but this way is faster. 

Note: Usually the spacebar will work in place of CENTER 
Watch the title page sequence. (It will repeat when done.) 
Press CENTER* to begin the game. 



After ihe orb lpcik* lo you, prtu ^IMl^ 

A.,',h until Minhuntcr opeiw compuwr and ALERT n on ihe wrccu Ptcm CENTER ^ 
Read ibe mc»j|c and Drew «EKTER* 

The ye How imrgrt it ihe pcrtnn ih*t * ou we [racking Always wvtch **wrre uryttj p? and *hai 
ihe> do there 

Waft* the urjei until the tracker cnuV fte« CENTER*- ID return m the mun menu and 
vrlcvl Tracker agatn 

After the tararf teav« the hospital, will ?<wn back tod tee ihe target on ihe ctty map At 

*-m j\ yno /ft'fn hufc r pTf« C lo ck»c the c»*nputer 

No* you arc hooking at the travel map Locatmm thmt you arc aurhorucd to travel k» are 
Scaled by a htnuUng vjuarc Your current location b iaux«toi by an X The WueVrcd circfc 
t> the marker. 

Mora Ac owtcr down until * hut the hottnm of fhc^croefl and tf flip 10 ihe next map You 
«ilJ tec BeHevue HototfaJ Winking ft>uiioo the marker over the hcwpnal Winker Pre*\ 
CENTER** to ir.uii there. 

Note. You arc authonMd by d*e orb* 10 travel 10 lr«tH>mthjt >wurpm go ^ in Ae tracker 
*nd any addret* fu ranted by the Info yuen 

New von are ffandrftfr in from of BcUcvue Hospital Portion Lite milker near the booom of the 
right wall jnd 11 wul turn mm in arro* Pm* CENTER**. 

Here * where your target blew a hole in me »ilt trf the hoipttaJ Prew -CENTER* 10 go 

itmde. 




Puutiuo the mirkcr over ihc toe of the dud lua and f*cv* CENTER** Note hi* mme 

(RENO DAVIS) Pro* --ENTERS to back up 

Powboo the marker over the ted man's face and press CENTER* Watch unrt the baby 
orb* cat sour face, 

(You can avosd dying by prewng CENTER*- to back up just before mcy cm your facc.J 
Afarr you die Acre svdl be an annouricemenr Ptcm CENTER »^<*ic«iofoc«i; »*e|ime 
You tre outwde the hospnar ipm Prcu Tab for memory 

Sclcci MAD 
Select INFO 

Type Rets* Davu and pre** CENTER* 
Pres* Eui 

Select Tracker 

Either watch the target at the hospstal again or press S to *fcap Ahead 10 tntrncduich after the 
target leaves the hospnal 

Waach the target move through the cay Nest *ou will loom to Trinity Church, 
Right after the target wave* the church, pre** C to clow the computer 
Pre** F3 to travel 

Move the marker down tad find Tnmiy Church. Pre** CENTER*- to travel to the church, 
f over die from door of the church Prevv CENTER** 

and where the target went <on the left). The maricr will 
to a magnifying glass, prew CENTER** 
a the maricr over the matches and pre** CENTER"* » lake one The maricr wilJ 
become a match Posaion the maricr over a candle wick. Pre** -CENTER** to light it 
Later you will get a clue thai tclU you what to do here, but for now, move the marker to the 
booom of the icreeo and a will bcoxne an arrow Pre** CENTER** twice and uclcct MAD 
frum inventory* 
Select Tracker. 

Watch the church again or press S to uup 

Next you go to a bar in North BruoUvn Watch where the target goes inside. When the target 
leave*, pre** C 10 close the compuser and pre** F3 to travel 
Ftnd North BrooUyn and travel to the bar. 

Portion the marker over the front door of the bar and pre** CENTER**. 

pout»on ihc marker over the video game at \ch and press CENTER » for a cJo*c~*sp You will 

be interrupted 

Watch until it b your turn to throw the knives at the big bartender The otneci t* *o get one 
krufe between each *et of fmienacw 

YouwiH be threw outiide. Go back av^. positam the marker over the kmfc tank and pre** 
CENTER*. Throw a knife and hit a finger 

After you oar. try again and do n nght this time. Aim careful!) ^ t __ 
After wifuung. watch the vcciet signal mat the banender give* you (three flushing rnotioaa) 
Tm* witt be useful later 

You have proved yuur »t>nh to these thup and may rs^ play the v*deo game und*aurbcd 
Pouuon the maricr over the video game and pro* CENTER** 



Tne import** ihrngv here are: 

The mare avelf The locauxai of the magic *u>uucs 1 The correct path lead* you i 



Take the shortest corrca path to the end of the mare Along the vvay. you will oep on three 
magar square* which will knock over three kewpstv Renstrnber wmch doO* are ba and tn *hat 
vfucr (third one lop row, tccond one tecood row, fourth one third row) press CENTER* to 
back up 

Select MAD from imeraory. 
Select Trader 

The target goes to Prospect Pari neat. Watch thu until it end* then pre** CENTER 
Pre** C to close cornputcr 
Pre** F3 to travel- 
Travel to Prospect Part. 

Position the marker in the center of the arch, pre** CENTER*. 

Position the marker over the door m which the target entered <* ( wrj\ on the lefu Pre** 
CENTER ■> 

Move the marker to the right s*Je until d turn* into an arrow, pre** CENTER* Go to the 
lorrmnk the target went to. One last one. it ha* a peace »yraboi over it.) 
Portion the marker over the commode, prcu CENTER* 
Pitution the marker over the todct handle 
l*re** CENTER* to flush 

Make the fluvhmg motion the ume number of times a* the rortender did tn the Ramvuh Bar 

i three ). 

I 'ndcr ground Marc: Thu mare male he* the marc m the video game tn the bar. 

You start at the tame place you da) when playing the game Everywhere there was a mag* 

ufuare in the game, there t* a keycard in the runnel* Move around, coiicctmg all 12 keyvard* 

a* you work your vvav to the end of the mare 

To take a keycard, position the marker over a and prcu CENTER"* 

When you get out of the mare, you are at the grotto 

Position the marker over the shiny object on the dock, pre** CENTER**. 
Kfuixm the maricr over the medallion and pre** CENTER* to take H 
Tne medallion rs now m tnvcniory. 
■ it- n the marker over the cave opening and pre** * K** 
Prcvv F3 to *efcct travel 
Notice your kxauon on the map (find the X). 
Travel to Coney Uland. 

Puvition the marker over the booth* oo the left *ak of the *crcen T pre** CENTER ^ 

Position the marker over a booth and try a game. 

Try mil three game* 

Try to knock down three targets. 

Knock down three kewpses in the *ame ender a* ui the video game (third one top row . second 
i>nc second row, fourth one third row). 

When the huckster eye* you su*f^>ousl>. select the medallion from Inventory. 
He will offer you a data card a* a nrac. 

PtmtKXi the marier over the data card and press CENTER to take it. 
Read the pocrm in the data card 

*hcn the orbs mterrupt with an override, prevs ^EIvTER** After each message prev* 
^hNTERi* + 

^ncn it is time to enter the name of the person yam are tracking, type anything you arc 
doomed to fail this asvignrtamt. 
Wmich as you return home. 



Day 2 begm* like Da) I. You'll get imgimera. open MAD and »*u*h the Tracker, 
W*ich urget* ■ Grand CtftraJ TcntiTOl When mey karv Grand Ccntn! and it room lt> ihc 
map. pre** C to ctae cixnputtr. 

Travel to Grind Central. 

Poaauon the marker over Ac vent at the Icfl bottom, prew CENTER** 
After *ectng *hj' n there, open MAD (front lmen*nry). 
Select Tracker. 

Potto* the target lu the Wretched Ewm riigrucluh When imrtet movement endv pre** 
CENTER** Pre** C lo clove computer Pre** F3 to twd. 
Travel to the Wretched Faccm. 

Pmrnon the marker over the bouncer, note ho name (Lout* Redman) 
Select MAD. 

Type Lout* Rcdmnn 

Sekct Ex*. 

Preu C to ekiae cumputer. 

Pimtion the maiirr over the alky, pre** CENTER a* 

Move the marker up until it turn* into an up arm* pre** WINTER 

Follow duvctwm at brtaoru of tcrcen. 

Wncn you fei ckwc enough * an alley puna. |m» the Spacebar to hn htm 

rherc are f;*ir allc) ounL* The la*j t*e f j- a gun 

To heat him, watch to* gun. 

When it drop* low. jump. When * fro high, duck. 

After yuu hit him, you will be m me puni dub 

When ycaj *ec the hand, you need to click the robe of the peraon you are tracking Be wire m 
tave your game fmi m ca*c you click a wrong robe or you will have to go back through punk 
alley lo get back iniMfc Sohtfton Everyone n wearing dcrtgncr robtaeaxept the or* that ruw 
ran m of] the *treer (the penon >ou are tricking) Click the brown robe 
When the ha* you w*h her pom. a fccycanl will fall out of it Qu*cir> poirtroo the marker 
over the kcycard and take it 

After )ou are ouiskk again, ae*ect MAD. Sekxt Tracker 

Powon the marker over me middle target and pre** CENTER a> to tag tl 

roUow Kcond target 10 the deli 

Notice which buuetm board he goe* to. 

After he leave* the deli with the k rambled urget pre* C m doae MAD 
Travel w the deli 

ftaaaou me marker over the door and pre** *£KTfcRa> 

rWioo the marker over a bulkim hoard and read a Pcwion the marker over the other 



rvjlietm NMfd and rrad 



Watch at the target! go to Strawberry FtrU* m Central Park. 

When a room* m doner, waach ctotety a* me urgeti enter fjum me left center of the tcrcen 
Then they torn ngfa and go between two tree* 
Pre** C to doae MAD! 
Travel to Strawberry F*t*n* 

The urget* went through the two treev on me nght Bui before >ou do mat, pouaon the marker 

LAer the *tgn and pre** CENTER* 

Pre** ^FNTbRa* id back up 

Pre** CENTER aw after the warning mevvage 

There are 21 pocur4c path* to take Each one hat a land mine except the one uV two tn me 
tracker took. Pick a wrong path 

After you die. peniuon the marker between thr two treev at the right. Pre** CENTER a> 
Select MAD from raweaaory 
Select Tracker 

Watch the target* go by the cxrouaet. rlf >ou put the marker over the carouvd M will **> 
carousel at booom of i*k tcrecw ) The target* go left of the canueJ between mo red buahe* 
Oovc MAD. 

fVution the marker between me twit red buahe* left of ihc carousel Preaa CENTER *> 
Select MAD from nmrnory. 
Select Tracker 

Wjocfa me target* take the yellow path to me ngbi of Bcmevd* Fountain 

Ooae MAD 

^wmon the marker otw the yellow p*th in the nght and pre** CENTER a> 



w^ich the target* go M the top of che Kreen and the map flip to North Central Park. 
* ire h the target* go ai the left of me *utue and between the red and Mue/grtcni rjuahea. 

CkweMAD- 

' rn>n the marker bciwrrn the red and Woe green bu\he* mat are to the left o< the 1UI1* and 
pre** CENTER *> 
Vkvt MAD fnvn mvenfc>ry 
Sckci Tracker 

Waauti the target* go between the green tree and rrutban tree on me nght 
Clove MAD. 

l\Hiuon the mailer between the grren tire and rcuVlr*h tree on the nghi and pre** 

4win*> 



w juh me urget* to the green hu*ri on the left 

ckne mad. 

Poinioo the marier over me green hu*h on die left. Pre** CENTER 
K**o*b the marker over the crowbar. Pre** CENTER *> lo put A m inventory 
Pre** -nfcFVTEK*> io back up 



Sckel MAD from mventocy. 
Sclcci Tracker 

Watch the ttrgn* |o r*rtween the two blue buihe* and the red btnfa. 
Cloar MAO. 

r\n«M the rtvirkcf ha ween the two Nue bovhe* arid the red buvh to the left of the ugn Pre** 

Select MAD from tovetuory. 
Sckct Tracker. 

W«ub the target* uke (he yelJow ruth amund the ngrd udc of the lake 

CkneMAD. 

Poaiuon marker over tbc yellow path to the ngN *i< the lake, pre** CENTER** 
Select MAD front •memory 
Select Tracker 

W*Kh the target* go between the red and me pink bush to the left of Cleopatra** Scedfc When 
Urgei mrrveme* codv pre\* ^EhTTER* 
Clote MAD 

portion the marker hrtwtert the red ami the ptnk bush to the left of Cleopatra '1 Needle Pre** 
*EVTERa> . 

Position the marker over the head of the dead man. pre** CENTER** ft**ruon the marker 
over toe man* forrittad and w^thala ^waacan^JwtfiaduU kmfc. Pre** CENTER 

to back up. 

pDuhoc the marker over the junk on the ground, pre** CENTER*- Notice me dead man** 
name t* the handerlcharf (H Otborne) and the name Anna 

Travd to the <Hl 

Co mude 10 the bulienn board that H. CHbomc k« » in the tracker (the one clo*e*i to the 
back wall). 

Read the note H ftborne left there and gel h» tV*t name. < Harvey » me ordy no* that t* 
ttgned b) • name thai uari* w*h an H > The note it a refere n ce 10 what they iaw in Grand 
Central. 
Select MAD 
Select Into 

Type Harvey O*boroe, 
Preaa repeat 

Type Anna Otborne rthe girl from the Wretched Eu-eaa). 
Prcvs repeal 

Tnc Data Card poem *aid "Phil <« trouble . " The acramoled target that kilted Harvey carved 
aPmruiforeheadandHarveyrjiedlowW He got 

a* far a* Coo and a verbal line. Type Phal Cook 
Pre** cut. 
Select Tracker. 

Tag the rJiird and lari target at Grand Central Terminal 
Follow the target to the miueum 

Trace the path that he take* through the museum on the mtneurn diagram mat » on me back of 

the map that came with the game 

Clow MAD. 

Travel to the museum 



P iuuoo the market over the right *aie of the miucum When the marker become* an arrow, 
pre** '•ENTER**. Notice Ac back door t* doted and you don't have a key. 
Travel ID Harvey and Anna** apartment un the upper weal tide. 
Poiruon the marker over the from door, preaa CENTER** 

Kvuoon me marker over the apanrncot door, proa -CENTER** 

PoaiDon the marker over the button to the nght of the anr, pre** ^ ENTER *v 
PoMiJort the marker over the body, preaa CENTER 
Preaa CENTER*- to back out 

POUion the nuvrker over the *ack, preaa TESTER** 
Pottfion the marker over ihc key . pre** -aiEKTER* in take lL 
Travel to the muvrum 

Go to the back door and telcci the key from inventory , 

Pi mt ion the marker over the open door, pre** CENTER** 

Follow the umc route through the muvrum that the target tn the tracker took. 

When you get to a locked door, potitioo the marker M the dour. Pre** CENTER** 

Select a teycard from inventory. 

When the door open*, ouickly poution the marker over the doorway. Pre** CENTER**. 
When yon get to me big wooden barred door, aeiect the crowbar from mvemory. 
Let the rnooaier kill you. After you die* you will be back at the barred door 
Select the crowbar from inventory. 

Before the momier reache* you. tckct the medallion from *trventor%\ 

A her the mooater leave*, go through the barred door and follow the hall to the end. 

When you gel 10 the room where the cxpjotioo wat, pcnatioti the marker over the blackboard 

im the left wait Pre** CENTER** 

Tmt ihowi the location of «*nething important tn an aoanmeot that you haven 1 ] been to ye*, 
Preaa CENTER* to back up, 

r\>Uiun the marker over the dead man\ arm, pre** CENTER* 
Take the purple iraidule. 

Notice the tattoo diagram on the man * mcep 
Select Travel. 

Mill be tnacrrupted by an orb override. 
Ih«v time you know two name* (Harvey and Anna Oiborne) hut out the mini. The orb* vend 

home. 



vVaich the tracker until the target leave* the cemetery Pre** C lo clo*e MAD 
Travel to Greenwood Cemetery . 

Po*itmn the marker over the entrance and pom CENTER** 
You find the dead orb. 

The orb » truck into the ground on one of the grave*. Note the name on that gra*cvtooc (Tim 

Jone*). He b not m info becauve he n deceaaed. 

Go to the tracker. 

Hollow the larger to the Theater 

When the target leave* the theater, cloae MAD, 

Travel to the theaiei 



Notjcca porter on tr* right %ide erf the dieatr Poution the marker over me poner and prew 
Prew CENTER* 10 t»ck up 

Pnartra the nMfkcr over me craw** to the theater and pfni CENTER** 

Follow the path the target took (mrough the door on the right walll< 

Pottbof) the mwtef ow the p»crurr ihe urfet atood «i from of (the rnacaVwtaie face) 

Pre** <N - n:R* 10 remove the pactum. 

Preaa -CENTER for a doaer IcenV 

Play Willi the cypher loci; (you don't know (he code y«>. 

Press CENTER* to back or 

Select the Tracker from MAD ind follow the target a» it meet* the icmnNetJ target and me) 
go to the piwn mop 

Travel 10 the pawn ihop, 

Poamoo rnc ovarter over the drvx Pre** ^EKTER* lo go mtide. 

Pounon the marker over ihe from counter, press CENTER** 

PoNborj the nwker over a badge and prw CENTER** 

After yog die. travel to Tnrurv Chore b. 

Go 10 the candles on the left flik* the target in the tracker did). 

Sooxc the era* on the from of ihe door above the candles. 

tight the candle* m the tame partem a* the tarmoonihr muwrn man *i arm (row 1 candle I. 

row 2 candle X row 3 candk 4), 

When the door opens, take the module 

Notice the iymbota tn the inude of the door. 

Pit** CENTER*- lo eatirarmvh the candle* 

Preaa CENTER twice w leave the church 

Travd lo the pawn thop and go up to the counter. 

Select ihe cwiige*** match me 

a ■ ■ 4 horuomai Lrnea. atari 

ruder the pawn ihop, pc***v> the marker over ihe ugn tbovr. the door and pre** ^HTER w- 

Pre** CENTER** lo hack op 

fWon Che marker met AepKiurearrf^ ^ErmiR^ Try ID figure out the combination 

that will open the door from dun in the pcturr 

Try a wrong number 

After you die, rook at the picture agauv 

Km turn upude do** and look ac the »crecn Amwer the ihadow* form a4!. Pttaa mc4and 
then the J. 

Go up to ihe accond picture and figure cart (he cornbinauio. Amwer, Halloween r* on 10/31 
Pre** the I, then 0, then 3. then I 

Go up to the thini paaure and figure out the cornbrnatxn. Amwer. nut to the left of a 3 tan 2, J 

+ 3 » 6. Ju*i to the right of a 3 »a 4. Pre** the 2, then 6, then 4, 

Go up m the fourth picture and figure out the corjicHnntKm Anawer: CcaioJ the atom on each of 
the dead rwip tn the vaae Pre** the 4 then ; then 5 

Ptrtion me marker over the dead peraon. pre** ^EKTERw* Notice the name on uV uner of 
bra robe (Harry). Prcaa <«ENTERi> to back up, 

Itouuon the marker at the right aide at the end of the hall Pre** <*ENTERt»* 

fight Ptul. When ho arm goc* high, duck When hri arm goe* low. jump, When htt armgm 

an en guard poatiioa, punch You n*a> have to avoai hn puncbea ktveraJ time* 

Be patient and in a abort irme you will win 



When PtuJ ra gone, powum the marker over ihe note Phil dropped Pre** -*£NTER*v (Phil 
juti unJe that note from Harry afier he murdered hlm.> 
Read the note and pres* **EN rERnv 

PouUOfj the marker at the lop of the ttair* and previ CENTER** 

Select MAD from rnvrnaory. Select Info, 

Type In Harry 3onca (The name Jonea cornea from the name on the graveatooc; Tim Jone* 
Tim. killed by the orb*, wa* yirvrved by ho father, Harry Harry bund an urb and aruekton 
hit «*n a grave Phil killed Harry heeaute be needed the ttantiaraauon 10 Ham * aafe lo aical 
back the code to baa conayuari ) 

Travel to the thenftrr in Timev Souare Go in the rafTiec. Go to ihe cypher lock and type m the 
number on the note f&43769) 

In the game, if you forget Ovc number, yog can bad up. uae your MAD t «doci Info and type 
Notca 

After putting the code number in the cypocr lock. pMinon the marker over the CENTER** 
hurroo and prevs CENTER w> Poarticvi the marker over the ante m Ihe aafc and prevs 
CENTER *v 

After rendcraj me note, prcaa CENTER** Back up M the olTice 

Travel to the Empire Sure Building Powtioo the marker over me front door, prea* 
^EVTER^ 

rA>irbon the nwker over PhtJ k cornouer. preaa CENTER** Povaron the marker over the 
■■■•II button at the bonom of the computer. Prcu CENTER *v 

\Uct the ccenputer boon up. type in the code that waa m the aafc (UCUCC). 

U you fnrgrt the code, yuu can type bye. Back up to the uutudc of the rwldmg. uae >our MAD 

*nd aekct bfo. Type Notei and you will ace a\ 

Click ccminuc Qick Alpha 

OKk SecurMy. Qark Special Security Clack Hal) Patrol Chck Specaal Sccunry again Leave 
*i in Haa 1 Patrol. Tnai one prognama the robot that >ou saw guarding the doorway tn the 

^spauJ* 

Click Orb Protection. Cbck Room Sccunry, Lca*e th» one art to Orb Protection. Trua one 
program* the robot in a toapatal room that you haven't aeen yet. Tht* programs rum to jtay 
* nil the orb •hen g leasev the room you want to go tn raatcad of ataymg behind and guarding 

the room. Cbck Return. 

Click operation, dark return. Cltck return, 

Cbck Bern Cbck fleet mawnanee. Clack Buiklmg repair. Click return Click wpph Clark 
mum Cbck reeurn. 

Uick Gamma Click tecunry. Clark ground patroi. Cick air defenae Lxavc thu one ad ao 
Ground Patrol Cbck return Cbck operation Chek air cajalny Click reeom. Click return. 

Click Delta Citck iccunty. Cuck acceaa aecurgy. Oick aignal tracker. FoUow the iiwrucraorai 
until you dac. 

After you dae you wfl be at Delta Security Leave thra one act id SgrnaJ Tracker. Cbck return 
Click uperauon. Cbck Uanarnmer Oark rerurn, Qitk mam computer check. Clark return 
Click return Click return. Cbck uurt 

^ave game 
Select travel. 

You will be mterniptrd by the orb* again T>pe in the target * raamc I Harry lonca). 
You return home 



Day 4 





Track*? orb * Orb main cocnpuier room. 

To fmd the urgei that illegally uved the ctxiiputer. >ou will fin* trick the ugnal from me 
Allumcr compufcrr room to 10 *rjurce. 

You w^l *con *ee the *igT**J leave the rruunccwer ind p uto the hiffer. TVn >ou «■ 
room io the buffer 

Follow the rMTuctiom. 

After you rag the correct *tgnal ind « b inaJyred. you will follow ftttta ujotor 

Yog *iD ^ the m P^^f oflw « the Empire Sate buddmg (It rs y« frorn the nteiu 

before!) 

Wucn yourself leave the Frnpire Sute buddin g ind go Irate. 

After urgei movemert cod*, pre** **ENTER* Oo*e MAD 

Travel to Harry '1 ar*mncnt nt the bottom of Manharun I*lindl. 

Powt*on the marker over me front door and pre** 

Povmon the marief era the door to the «p«rtm<rrt and pre** CENTER* 

Pouiion the marker where the diagram on the blickboard iq the museum mcbcaicd (radio mi the 

left back). Preu -*ENTERP* .-c^rrcD*. 
Select crowtwr from inventory Position the marker over the module, pre** *Er*TER»*. 
Travel to BeUew HmMal Go imide. The robot *hould be gone f rom the *»r*iy 
h».tra me marker over (he doorway. pre** CENTER* Watch uml you are locked m the 



Potion me marker over the pile. prew -CENTER* Pre™ CENTER* to back up. I 
me marker over the irate and pre** CENTER* Select crowbar from rnventory 
Portion the marker over the control pand to the left of me ladder ind pre** -*EVTER* 
After you die. took through the grale igain 
Wast until ihe robot* and the orb leave. 

rWi.m the marker over the control pwiet. pre** CENTER* 

Po**»on me marker ewer the red rmxhae ind pre** CENTER *v 

Po*a.on the marker over me red haiidle Move rj* rr-rkcr do^ 



Poutmn the marker over the ladder, pre** ■•ENTER* 

After you d* povmon the mirker over the red handle Move the marker up *uh ihe keypad to 
move the handle up. Pm-tion the marker over the Udder, pre* ^^K* 
Climb )W *vay Arougb the maze, ivoid touching the purple oar* and the rx*» ot ckuim/. 
Try to get 10 the wu*dow at the upper left. 



After eacapinf from the ho*p*al . travel 10 Grand Central. 

Position the marker over the ver* on the left Pre** CENTER* Select the crowbar from 
inventory INHiuon the marker over the opening m the vent. Pre** CENTER"* 
Po*ibon the marker over the irnp Prea* -CENTER * 
Select each of ihe four module* from inventory 

Powon the mirker over the red button 10 the left of the view tcreen (runt* *hip oar Pre** 
CENTER*. 

Po**joo the rnarker over the burton it the have of me view *creen. Pro* -* ENTER* After 
you die, rum the *hap on again 

Poviuon the marker over the bit button under the view tcreen <ckne hatch) 
Pouooo the marker over the big button lo the left under (he view icreen (tfuusier*). You can 1 
get out becau*e the wall door 1* ckwed Potiboo the ttnp over the Uxxiing pad ll «fl luto-land 
ind you will tee the cockpit Again. 

Pownon the marker over the button at the hate of the view vcreen Pre** <INlMi> 
Ptwaion the marker over the view icreen Pre** CENTER*- Thhmevvage i* m orb language 
and jual indicates that the icreen » on Pre** CENTER*- 10 back up 
Povmoc the mirker over the red button 10 the nght of the ve* icreen Urro bornttt). 
f\i*mon the marker over the big button to the right under the view icreen (open* wall door) 
Ute Ac keypad to fly the ihip mH through the open door. 

Kind your way through the nuic to the end Hint Don't try to fly loo fa*t through here, take k 
uow, Corrrci paih: Tike the tight turn 41 the fir*t Y Onihe vecond wreen. cake d*e frm left. 

rhen bear 10 the right (top path thai cut* ihe right *ide of •crcen) On ihe nevt vcreen, take the 

ruddle path up Follow th» path a* far a* a" goe* 

After >ou reach the end, watch until you *ee Phil take off in hi* vhip *nd you *ee >oux cockprr 

jgam and the marker ippeart, 

hnirjon the marker over the view *creen and pre** CENTER ► 

You will tec a cfa*c-up of the vww »creen map »tth your *mp reprevented by 1 top down view 
of to. You can now bomb thing*. 
You hive four bornb* 

There are four orb *urnghold* thu you need 10 bomb Tneae are the four ate* thu were in 
Ptul 1 * computer: 

1. Alpha: Belle* uc HovnttaJ The ixbv are uung the hLv*ptuJ to c tpenment on u*im; human* a* 
1 food lource ind mo*t of the orb* are concentrated here. 

2. Beta: Grand Central Temiiail The orb fleet of vpace*hip* are «ored here, mcludrng the 
mother *h(p (Remember Harve> ** note in the deii« "We *iw ihe mother. **) 

y t; annua: Sumc of Liberty. Tm* t* where the orb* make the red gav ihu they pollute the 

■irnovphere with. (Remember me diU card mevta|c. "Devrroy the Lady/../*) 

4. Delta: The Empire State building. The Orb Allnnce't Main Computer n located here 

Avoid Ptul't »hip *vhile you bomb the four *ilej> 

After you rut the fourth one. you ire done, witch the ending. 

<>* more thing you can try h to dettroy your game m Phil * office. Select Gamma Secunrv 
ind change from Ground Patrol 10 Air Defence Now try to bomb the Statue of I.aVfty. 



